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xalan is a plane of conflict, where four factions vie 
for mastery in their search for Orazca, the Golden 
City, and the legendary source of incomparable 
power at the city's centre - The Immortal Sun. This 
expansion can be used with Plane Shift Ixalan, and 
provides a selection of feats, spells, magic items 
and other rules for each of Ixalan's factions, and for 
the setting as a whole, to further expand campaigns set in 
the jungles and on the seas of Ixalan. 


IXALAN MAGIC ITEMS 


ORAZCA RELIC 
Wondrous item, rare 

This dinosaur skull, lavishly decorated with jade and 
gold, pulses with arcane energy. This item starts with 4 
charges, and regains 1d4 charges at the start of each week. 
As an action you can expend any number of charges on this 
item to regain a spell slot of equal level to the number of 
charges expended. Alternatively, as an action you may 
shatter the skull In doing so, you regain 3d4 hit points and 
up to 5 levels worth of spell slots, divided as you choose. 


‘THAUMATIC COMPASS 
Wondrous item, legendary 
This intricate arcane compass has two needles guided by 
aetheric currents. One needle points to true (aetheric) 
north, and cannot be disrupted by magnetism or magical 
effects. The other needle points to sources of powerful 
magic, such as extremely powerful artifacts or elemental 
nodes, and gives the angle between this point and north. 
A character trying to travel towards either point that the 
compass points towards automatically succeeds on 
Wisdom (Survival) checks to travel towards that point. 


TRAVELLER'S AMULET 
Wondrous item, rare 

This amulet carved of jade and gold serves as an arcane 
tool to guide its carrier. While touching the amulet, you can 
spend one minute to cast the spell find the path to once per 
day. When this spell is cast, it always guides towards the 
same location, chosen by the amulet's creator. 
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THE IMMORTAL SUN 


Of everything that exists on the plane of Ixalan, 
nothing equates to the power of the Immortal 
Sun. Characters that find the Immortal Sun taste 
true power, unlike anything they have ever 
experienced before or will ever experience again. 

The Immortal Sun is embedded into the floor 
of the highest level of Orazca's largest Temple. In 
its position, it is immobile, but can be moved 
with extremely powerful magic, such as that used 
by Azor to move it from Torrezon to Ixalan, or 
that Nicol Bolas used to transport it away from 
Ixalan. When you are touching the Immortal Sun, 
you gain the following benefits: 


¢ All of your ability scores increase by 3. 

¢ Spells that you cast are aiioraiealy cast at 2 
levels higher than the spell slot you use to cast 
them. 

e You become aware of the locations of all 
creatures within Orazca. 


While on the same plane as the Immortal Sun, 
creatures cannot leave the plane using normal 
planeswalking abilities. 
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BRAZEN COALITION 


SPELLS WEAPONS 
HELMSMAGIC FLAMECANNON 
Transmutation cantrip Large object 


Armor Class: 19 

Hit Points: 75 

Damage Immunities: poison, psychic 

The flamecannon is the favoured heavy weapon of the 
Brazen Coalition, either used mounted on ships for combat 

You create one of the following minor effects within at sea, or brought ashore when firepower is needed to blow 
range to help control your ship. apart fortifications or take down bigger dinosaurs. 

A flamecannon is usually supported in a wooden or 
metal frame with wheels. The flamecannon can only be 
transported by two or more creatures with a Strength 
score of 13 or higher. Pushed on wheels, the flamecannon 
HORNSWOGGLE can be moved with a movement speed of 15 feet. Before it 
Conjuration cantrip can be fired, the cannon must be loaded and aimed. It takes 
two actions to load the weapon when used on a ship, or one 
action on land, one action to aim it and one action to fire it. 


Casting Time: 1 action 
Range: 30 feet 
Components: S 
Duration: Instantaneous 


e You instantly fasten or untie a knot. 
e You instantly raise or lower a sail 
e You create a small gust of wind. 


Casting Time: 1 action 


Range: 30 feet Flamecannon Ball. Ranged Weapon Attack: +6 to hit, 
Components: M, V, S (a 30 foot rope) range 600/2,400 ft., one target. Hit 44 (8d10) bludgeoning 
Duration: Instantaneous damage and 11 (2d20) fire damage. 

You magically command a rope to lash out and pull the 
target's feet out from under them. One creature within FEATS 


range must succeed on a Dexterity saving throw, or be 
knocked prone, and be pushed to any point 5 feet in any BOARDING 
direction of your choosing. Prerequisite: Dexterity 13 or higher 
Jumping from ship to ship in boarding actions has given 
you a knack for leaping into battle. 
You gain advantage on attacks made in a turn after you 
have made a movement that included leaping or swinging 
and required a successful Acrobatics or Athletics check. 
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The Gathering 


WIZARDS OF THE COAST 


LEGION OF DUSK 


SPELLS 


BRIGHT REPRISAL 
1st-level evocation 


Casting Time: 1 reaction, which you can take in response 
to being hit by a melee attack 

Range: Touch 

Components: V, S 

Duration: Instantaneous 


You point your finger, and the creature that attacked you 
is struck by a bolt of burning light. The creature must make 
a Dexterity saving throw. It takes 3d8 radiant damage ona 
failed save, or half as much damage on a successful one. 

At higher levels When you cast this spell using a spell 
slot of 2nd level or higher, the damage increases by 1d8 for 
each slot level above 1st. 


Pious INDIRECTION 
3rd-level abjuration 


Casting Time: 1 action 

Range: 20 feet 

Components: V, S 

Duration: 1 minute (concentration) 


You unleash a ray of light to hold your foes back. A 20- 
foot-cone of radiant light is emitted from your hand. Each 
creature within the cone can't move closer to you, unless it 
succeeds on a Strength saving throw. The cone emits 
bright light for 20 feet, and dim light for a further 40 feet. 





FEATS 


BLoop FAST 
Prerequisite: Vampire 

You have honed yourself to undergo the sacred rites of 
the blood fast, reaching a state of enraptured 
enlightenment, until you feed with devastating ferocity. 

When you do not feed for one or more weeks, at the end 
of each week spent fasting, reduce your Constitution score 
and your maximum hit points by 5 and increase your 
Wisdom score by 1. This may not reduce your constitution 
to below 1. If your Constitution score is reduced to 1, you 
must succeed on a DC 20 Wisdom saving throw at the start 
of each day, or immediately enter a Blood Rage and attempt 
to attack the nearest creature until you successfully heal 
damage after a successful bite attack. 

When fasting, you may use a bonus action on your turn to 
enter a Blood Rage, which lasts for one minute. For the 
duration of your Blood Rage, you gain a bonus to Strength 
checks, attack and damage rolls equal to the number of 
weeks since you last fed, and may make one additional bite 
attack as part of an attack action. During your Blood Rage, 
you may only make melee weapon attacks. At the end of 
this minute, if you dealt damage with a bite attack, your 
Constitution score, Wisdom Score and maximum hit points 
return to their normal base values. 
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RIVER HERALDS 


CLAss MODIFICATIONS - DRUID 


CIRCLE OF THE LAND SPELL LIsT - GREAT RIVER 
Druid Level Spell 


3rd misty step, pass without trace 
Sth plant growth, water walk 
7th control water, freedom of movement 
9th conjure elemental, tree stride 
SPELLS 
ARMOUR PROJECTION 


1st-level transmutation 


Casting Time: 1 reaction, which you can take when you 
are targeted by a ranged attack. 

Range: self 

Components: V, S, M (you must be wearing armour) 

Duration: 1 round 


You levitate the pieces of your armour off your body, 
separating and rearranging them in the air ahead of you to 
protect yourself from incoming projectiles. Until the start of 
your next turn, ranged attacks made against you are made 
with disadvantage, including the triggering attack, and you 
have advantage on Dexterity saving throws, but your AC is 
reduced to your unarmoured AC (10 + your Dexterity 
modifier, unless affected by other abilities). 
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COMMUNE WITH WATERS 
6th-level divination 


Casting Time: 1 minute 

Range: Self 

Components: V, S 

Duration: 10 minutes (concentration) 


You merge your consciousness with a body of water. For 
the duration, you can sense within the location and type of 
all creatures in contact with that body of water within 3 
miles of you. You may focus on one of those creatures to 
look at it from the water. When you do so, the creature 
must make a Wisdom saving throw, on a successful save it 
is aware that you are watching it. 

You also gain an awareness of the shape of terrain 
around and beneath the water within 3 miles of you, as well 
as any non-creature objects in contact with the body of 
water, equal to the size of a medium or larger creature. 


FEATS 


EVASIVE FLUIDITY 
Prerequisite: Merfolk 
In battle, you act with a fluidity akin to the waters your 
people call home, easily slipping out of your foes’ reach. 
Opportunity attacks made against you are made at 
disadvantage. If an opportunity attack is made against you 
while you are partially or fully submerged in water, it 
automatically misses. 
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SUN EMPIRE 


SPELLS 


RILE 
1st-level Evocation 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


You reach out and touch a creature, shocking it with an 
enraging jolt of lighting. Make a melee spell attack against 
the target. On a hit, the target suffers 2d6 lightning 
damage, and may make an additional attack as part of its 
attack action for one round. 


SAVAGE STOMP 
2nd-level enchantment 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


One creature you can touch may immediately make an 
attack action against another creature within its melee 
range. That creature may then make an attack action 
against the creature you targeted with this spell 

If you cast this spell on a dinosaur, the spell can be cast 
using a spell slot of 1st level 





DINOSAUR RIDING 


Riding a dinosaur in combat uses the same rules for 
mounted combat on page 198 of the Player's Handbook, 
with the following modifications. 


e CARNIVOROUS MOUNTS 
When riding a carnivorous dinosaur mount in combat, 
when your mount attacks a creature, you must make a 
Wisdom (Animal Handling) check opposed by the 
dinosaur's Strength check. If you lose this opposed 
check, your mount spends its next turn attacking the 
same creature (or eating it after combat). On untrained 
mounts, this check is made with disadvantage. 


¢ FLYING MOUNTS 
When a flying mount makes a movement that involves 
an acrobatics check, if you are not harnessed to your 
mount, you must succeed on a DC 10 Strength saving 
throw or fall from your mount. 


¢ MOUNTED COMBATANT FEAT 


A character with the mounted combatant feat gains 
advantage on checks required to control a carnivorous 
mount, and checks required to keep hold of a flying 
mount. 
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